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How to Use the Contrafter 



(How to Use the Controller ) 


tJhe ControL P^d 

The Coni r o Pad is ussd when you 
move characters on the Game 
Screen. -& also used to move 
(tjjr'i' to E^Et; L a command or - the 
Suc-Scmon When you press Up, il 
moves up, and when you press 
Down, it moves down When you 
press Left it moves to the loft, and 
when you press flight, 6 moves to 
this right. 



Moving in the 
Game Screen 



Up und Down 
Sub-Screen 



Left and Right 
Sub-Screen 

H "hG I 


1 HLli hi 

Sflfi n □ 

-jy c ci <iv 

| __| 
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How to Use the Controller 


ihe A Button 

The A But Lor 1 is used to examine things and talk to the people 
standing in front of the characters. It's also used to execute hie 
command that has been selected or the Sub-Screer to swich to 
trie next screen and lo snood up the conversation and words used 
during the batlle. 



Talking with 
Townspeople 



Searching 

a Door 


F securing 
y Selection 



• Search lor Treasure 

The A Button .5 used £0 search 
inside things like a treasure oox \o* 
example. There may be other nice 
things that you wi 1 acquire un- 
ex pecte 0 y by searcr 1 incj ce rt a i n 
places ana objects. 
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How to Use the Controller 


ifit B Buiton 

On the Sub-Screen or in the baft o screen 
the 3 Button s used mainly to cancel a K ■ l Be careful i 
command that has boor selectee and Id tk«j^ *m^ r u« 

go back to the previous sc^eer When the - td1 " ffT 
3 button Is pressed in ihe Gsmc Screen, you can have a 
conversation '.vim the Non-Play mg Characters and car temporarily 
pause or ho id a message 



tIhe Start Button 

The Star 1 . Button is also user: to name each 
of the characters. If you press :he Start 
Button during the actual game, trie Sub 
Screen will appear. Pressing the B Button will 
allow you to go back to- the Game Semen 



ikt SeLect Bui ion 


if you press ^he Select Button during the 
game the .Alter Order Screen will appear. 

You can r earange ne characters by using 
the Control Fad arc! the A Button. Pressing 
ihe B Button will allow you to go bae* to me Game Screen. 


A1 ter 

Order 


g* Ja “ n 
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56 

■^Annia 

45,- 

45 

^Inobo 

60- 
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Starting the Game 


(Starting the Same 


j 


i Put the game cassette *nto the Game Boy® and turn or the switch 
P When the title screen appears, se : ect Start ard press loo A 
Button. 

3 After the initial message, you wil see a screen where you must 
decide who the mam character wil be 

4 Among die eight possible characters, se-ect and name a charac¬ 


ter you ike pest T^e game starts by pressing the Stan Button 

5. The story of the game begins 
with Iti k scene where your father 
sets oui traveling 


IMftl&SY 

iHiEimH ' 


□ rt 

t- urt ■ n u fc 

■yi ncai SuLUMit 6£H=~r 
I TCFHfIFFi &V MINI LMDD 




I h c J a -g im l: >■ ■■ ■+ 

the Hnc i art fl».Jv 
who r-ta du 
-this, fwr Id. 

Mnry ^puqilit for 
r h h n;«|itv power. 
Rcir*^ i.i.-vn 
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Starting the Game 



luma ns 


Generally speaking, Humans 
become powerful by figh’ing in 
cattles Such qualities as Strength, 
Defense, Agihty and Mana wil 
upgrade their level depending or 
the Weapons, Armors and Mag c- 
3oo<s that have beer" used in the 
cattles. HP (Hit Point evel), 
however, goes up regardless ot 
the items and equipment used. 
While fighting the enemy in¬ 
creases the various characters' 
HP, their growth rate will not ail 
he equa The stronger the 
enemy is the mere powerful the 
characters become. Since the 
Humans do not possess any 
Special Skill they need to 
depend; on the items they carry. 
The Humans can use any items 
they wish and can possess e ght 
suen ilems. 


Starting the Game 



i 


Mutants 

The cas e system of growth for 
Mutants is equivalent to that for 
Humans, but the rate of growth s 
a iittle slower. However, they 
possess a higher level of Mana 
and can acquire various Special 
Ski s by fighting battles Mutants 
can possess up to eight :ems. uf 
which a maximum of four can bn 
Specie Skills that c.r-n hr. acquired. 
Mu tan-s can acqu re these Sk lie 
if there is room in the item List If 
their capacity s full, newly acqu red 
Special Ski is exchanged with :he 
last one in the list It's cast 10 let 
them become powerj by using 
a ct ot Special Skills and up¬ 
grade the r Mana It's also a 
good idea not tc g vs tnem too 
many weapons since they acqu.re 
different Spec ai Skills as they 
continue to become powerfj 
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Starling the Game 


Robots 

Robots don't become powertu as a 'esu: of fiyhlmg in the battles. 
They nan raise the HP and the values n f Abihies by equipping the 
weapons and armors In other words, the ”;Qre weapons and armors 
acquire, I ['ey will become stronger They car; equip themselves with 
any avai able items with different degrees o’’ power You are 
reminded, however. That every time they put on or take oft their items, 
the number of tmes you can potentra y use Ihese items wih be 
decreased by haif. When the 


Robc-ls have used up their 
weapons. don't throw them 
away If the Robots are 
staying n the Inn such 
weapons wtll restore the 
capacity to fif!y % of the 
maximum number I ha I can be 
jseo However, the operating 
level of the Ski! Items wil not 
decrease but they w II not be 
v es:ored at the =nn, either. I 1 
is recommended thgf the 
Robots be equipped with as 
many powerful weapons and 
armors as possible. 
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Starting the Game 



Monsters 

Monsters don't become powerful by themselves Fncy can 
ban storm themselves into another Monster by eating the enemy 
Monger's -eat, which may be occasionally ava able after the 
battle Whether ur not they become stronger depenes on the meal 
ti"cy cat Basics*Iy. :hey need to eat the meat ot a strorg Monster to 
become stmnger. They should not miss the meat of the Ross 
Monster when t's available. They may become weaker, however, by 
sating the meat of n wenk Moris ter Ones the Monsters e-ecomc 
strong, they should net eat ‘he Monsters ’"eat unless you are sure 
that it's the meat of a very strong Monster 









Starting the Game 


Non-Fin t v in g Cliarii«lors 

Dur rg the art ventures, you wili meet people, some cr whom 
w . join the group as the fifth member. Seen people ere 
called TJon-PIpying Characters (NPC) These NPCs wi join 
and leave the group r egardicss of your wishes. They w 
assist you in the battles with the enemies and if you press 
ilie B Button, give you hints that will help you proceed with 
your adventurer. They w II also participate ir, the baffles by 
selecting a command jusl ke the other characters 


Mr S 

Mr. S is a schoo teacher or 
Home Town He worries about 
his students who leave and 
decLdHs tc o n the gruuo 
himself. 


Mask 

Nobody knows who Mask is. 
He is imprisoned snmewhe?e. 
He is excellent 5' us ng the 
weapons and wi. bn a big 
asset to the group. 


K.i 

Ki is a er c at The Shrine of 
& s m Ida Firs: World. She 
possesses magical power 
mainly for healing r a:ner 
than for fighting. 


Lynn 

Lynn is a girl who : ves with 
her sick mother because her 
-a:her 13 gone. The level of 
he" attach and defense is 
not high. 
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Starting the Game 



Mask 


Mr. S 



















Starting the Game 




NAlWiNCj T^E ClHARACltltS 


There are two occasions when you will need ;o name the 
characters The f rat such occasion is ir selecting the ma n 
character at the beginning or the game he record occasion is 
m selecting the members for the group After you have decided 
or the main character, select one from among “he eight noss’ble 
characters and press the A Button. The screen will then change 
and vou can rcg-sler the ramo Move to pent to the cHer 
you want to use arc press the A Button The letter will be 
m&playea on the screen next to the main character. If you have 
chosen tne wrong letter, you car cancel it cy pressing the R 
Button. You can use up to tour ■cflers. Press the Start Button to 
register the name You can name the members in your group in 
the same way. Once Lite members nave beer registered, they 


cannol be replaced. 
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Beginning the Adventures 


[ Beginning the Adventures ) 



The story begins with a 
scene where your Father 
is aavmg ihe town Vgjr 
father gives you one of 
the MAG and sells you 
"01 to give it to anybody 
Time has passed and 
you have grown up. You 
have decided to go and 
look fo r your -'yther. Tne 
adventure begins in 
Home Town in :he First 
World. The town is locat¬ 
ed in :he southeastern 
pari of the First World. 
= rst of all, you must find 
toe other members of 
your group and gather 
usefu information about 
Home Town 
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Beginning the Adventures 



This is Final Fantasy Legend II 
World Map 


The universe of this yane eonSrsLs of Ihe nine greet words, n 
each world there is a n.jye eievaior called :ha Pillar of ihe Sky 
which connect? the existing world w!lb trie Celestial World 
When you move from one world to another, you musl pass 
through the Pillar of the Sky and go to rne Coles na 1 World 
Reaching rhp Gciestial World doe? not mean the; you can 
move to any other wodds that you wish The doer to the Pillar 
of :ho Sky w-r.-ch leads you to the next world, wi coon up to 
you oni'y when you ve col ected all the MAG I >n one world 
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1. Celestial World 

Each Celestial WorEd nag two sots 
of tho Pilla* of the Shy The 
Celestial We r d functions a? a 
t:«r ■ d y a ha twee n t wo w e r d s a "■ d 
therefore, you must pass through >t 
whenever you w sh- ■■ ^nvo or to 
anokhor world Tho Celestial Worlc 
is also a safe place free from 
enemy attacks. 



2. Pillar of the Sky 

Too Pilar of the Sky \>. an elevator I ha I connects the grrunc o r the 
existing world 1o 1 h ei Celestial vYnrlc You can r do or it to go up ~~d 
down by sioppin g or the or\y f In that is ccla r cd d^c-rcnt y : on thc 
others, 

3. Nine Worlds 

Each of the nine -worlds ties 
distinctive features. These worlds 
ars independent of arid riol directly 
related to each olher D FFerent 
events w I take place in ’hose 
worlds OljI your comn-iQr objective 
is to ccl'cc" a 1 the MAG in each or 
the words 
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Beginning the Adventures 




RFCOMMLI\dtd GnOL'p ARRAMqFM FINITE 








1 Human, 1 Mutant. 1 Robot and 1 Monster 

With this suggested selection, all the 
cbaiaotRfs are represented in the 
group and Ihere is a good balance of 
ablates. You can also enjoy ^hese Very 
distinctive characters. 


2 Humans and 2 Mutants 


this group consists ot members who 
can become powerful by tighting 
battles ! t nigh: -equi r e time tor a! the 
members to become powerful but their 
ba arced ab lit os are very stable 


2 Mutants and 2 Robots 

This is an excellent team to fight the 
and may also be the quickest 
I.-.J complete the game. This is 
the cost!ieSt group, however, as they 
ail require the procurement at weapons 
and armors. 
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Beginning the Adventures 


Group Arra^ements Not RECOMMtNdtd 


4 Monsters 



These members have no 
chance to become powerfu 1 
except by transforming them¬ 
selves nto other Monsters. 
There is no way of knowing 
when ard how strong they will 
become. Another - negative fac¬ 
tor s their mab i ity to pos¬ 
sess any hems. In the earlier 
stage dur.ng the game they 
will advance easily. As you 
proceed with t^e game how¬ 
ever, ^e lack of strong mon¬ 
sters n-ggt will- become an 
Increasing problem. 


4 Robots 



This team must depend totally 
on the Items because the 
members can’t become power¬ 
ful at all. Lack of money will be 
their main problem As you 
proceed with the game, \\ will 
be more and more difficult to 
purchase new weapons. They 
also iack quick movement and 
he if way into the game, they 
rend to be defeated more easi¬ 
ly by the enemy Monsters, This 
arrangement : s not recom¬ 
mended. 
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Beginning the Adventures 


GwhERiivq loifoRMAiioivs 

You will often be able to find the towns in 
Ibfr game. You can buy Things you oeec 
ar-d, more importantly, talk w*:h the peep e 
:n these places.. They may te ! i you where 
to go and what lo do from this coint on. In 
order to talk with a person, stand in front 
of townspeople and press the A Button 
You can. ntor refer to the important 
Information given by these peooie 
anywhere and at any time by using Ihe 
Mnmn command Also ole see remember 
lo read the clues oven by Ihe NPCs by 
pressing the B Button when you are in 


^ y 
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P i J lur -o-l Sky J ■% 
□u*-r nnj-MiPrn 


amiFitn ■ m - 


B fji aa 

z£jr 

'J?. 




trouble. 

Mr.fr SO t F.rr„i»l. 

Umi Cuv« wf +1*l'th 

Referring to the Memo i 

*" a t«n. 

You can read the important 
information you have hea r d by 
pressing She BEarL Button and 
spleolrng Ihe Memo command 
during the game Befer la :he 

Memo especially when you dent 
know whore to go. 

|j O 'j 


As- hura 

^>F i r st Wo r 1 -d 

t rather 

1 " 1 

NflOT i r> t ikH Me- 1 i ca 

O-F Am 1 Fn+ Gtldl. 
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Beginning the Adventures 


Skoppnq 

There arc shops in the towns. The 
Weapon Shop sells the weapons. 
The item Shsp se the items to 
recover as well as Armor and 
Magic Spells There are also Inns 
in restore hip and the Specie 
Ab lilies, and Cafes where many 
townspeop c ga:nc r fc T refreshments 



Buying and Selling 

When you want to buy up to three Tens will be displayed at a 
time on the screen The ether items can be :ie;-n by moving 
:.©■) up or down. Point {@) to [he item you wan: to buy and 
press the A Button, When you want lo sell, point (@) tc the 
tern the: yo<; w ant to seP and press the A Balton 

sell 
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Beginning the Adventures 


EncountfrIn^ t^e EnemIes 


You may encounter the enemy 
Monsters whie exploring tie s'elds 
anti caves 'Hie screen Urten changes 
to Lhe tattle screen which wi I 
indicate the number and type of 
enemy Monsters. You must select 
estier \ ighl or Rur f you always 
Run, the group can't become 
powerful or gain money 


FicjhT or Run 

As soon as you select F ighl, lhe 
battle will oeqin You should select 
Run if your team jh not prepared 
to Fight. When your Ron is sue 
cessfut lhe screen will return to 
lhe Game Screen, If you "ail m 
Ron successfully, however, you 
will face a round of allacks oy all 
lhe enemies w thout being able to 
[defend yourself. 


Enemy Gobi n 



Party HP 

Figtifc y Run 
Type and Humber 
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Beginning the Adventures 


The BattIe 

When the bathe beg re, the items o 1 die group member on Lhe 
frontline wll be displaycc Select fie Hern or Abilr.y to De used and 
press the A button. Some of the ilefns can only be used by one 
member or on one enemy. Assign such terns to a member or an 
enemy with (@) arc press the A Sullen. When the Items and 
Ab litis 3 have beer selected for all the members, your team is ready 
to fight. 



Fainting 

No member ot your team will lose life in tn s game Fven a 
member has been attacked arc has lost a HP, you will 
recover one HP in the following Game Sc'sen If ah the 
members have losi all at their HP however, your group has 
perished. 


23 






























































Beginning the Adventures 


AhtH iht Bai lit 

When you win the Jpattle you can 
acquire moroy according to ns 
number of enemy Monsters you 
have defeated, I he Humans and 
Mutants r ay become powerful 
and acquire Special Skills I he 
enemies may sometimes leave 
inns anq Monster meat Dehind 

PERIstlEd 

If all the members ose a I of their 
HP. your team will perish. The 
screen will I hen change and you 
w go to a place that you have 
never seen You w be given a 
chance Id fig tit a g am. If you 
scoot Yes. you will return :o the 
beginning o' battle screen where 
you were defeated. If you select 
N: :ho title screen w II appear 
and you w I resume the game 
from where you last Eiavod the 
data 





a t you Kaua -t K<> 
courage to Ucp 
F ■ gh-l ; ng f 



Aime' i Mow HP 
goinod by 13. 


24 


Beginning the Adventures 


iVloMST tits' Meat 

Monsters' meat s occasiona ly ava lab e 
when you defeat fc hq enemy Monsters. The 
Monsters in your team car trar storm 
tnemselves into different Monsters by 
eating such men* Food your Monsters 
with meat and make them stronger as they 
can t become powerful. It's notgca r - 
anteed mat they will always oecome stron- 






• Restoration of HP 

After this cattle, die HP level of the 
members of your group Will se low. 
Examine the condit.on of your team 
by pressing the Start Button. Restore 
the HP for such members by utilising 
the *Cure or go to me Inn jn a nearby 
town to reslom the mP 
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The Map 



There a^e various natural ana artificial 
features in the r’ap ot the worlds in tnis 
game. Here you are introduced to some 
of trie main teat urea you w II find iri the 
hirst, Second and Third Worlds. 



The Town 

This symbol Indicates a town. You con restore 
HP and buy or sen (he items for your 
adventures. There are also many people in 
towns anc they wi! toll you important 
information. 

The Cave 

Anything can happen in the caves There are 
many enemies hiding here as well. You may 
also fire the terns that you need for your 
adventures r. the caves. 

The Mountains 

You can't walk on the mountains but you car 
f nd the passage through seen an area if yoc 
look fo r it carefully. 
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The Map 


The Forest 

You can walk through the forest. There ars 
often hidden paths, so check carefully, it's a 
good ioea to be alert s nee the enemies wil be 
frequently encountered 

The Shrine 

There are shmos of various shapes. In some 
shrines the enemies will appear anti n others 
they won t. 

The Sandstorm 

A sandstorm may occur n the desert. While 
you are in it, you can't see anything around you 
an d you can't meve a e yo u I i <s. 

The Cactus 

The oactusi a the only kind of plane that exists 
in the desea ll can serve as a s go when you 
walk through the desert. 

The Tower 

Anything can happen r the lowers. Although 
there are many enemies, something important 
tor the goal of your adventure may ha hidden 





































The Map 


CoNlilNUE 

It you save the data of [he game 
you haven't completed, you can 
resume the game from the scone 
where you left off You can save an 
to three different games In me t He 
screen, select Continue and cress 
the A Button. : l~o scene(s) where 
you tefl oft will appear on the 
screen. Point (@) to the screen 
you want to resunrie and press the 
A button. Now you can continue 
the game. 


--- 1 

Listening to Music 

The Cafes m I owns are eouinnecr 
with a jukebox You can listen to the 
■unes played during the game. 
Stand in front ot the jukebox and 
press the A Button to use it. 
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Sub-Scr&en 


Sub-Screen ) 

I" you press the Star: Button while the team is in the Game 
Screen the Sub-Sc men will appear and disp ay suen ntomnation 
35 I he present condition of tho member s. the amour *1 of money 
and the number of MAGI possessed by the team So loci the 
proper command and press the A Button 


1 . Commands 

You can check 
the condition, the 
terns : MAGI and 
money, and. save 
•he da la Font to 
ire command and 
press thn A Button. 

3. Condition of the Party 

Tne names ot the members rr 
your group and the pre-sen! 
and maximum values of HP 
'or mom ere displayed 



Money 

The money cur¬ 
rently owned by 
Hie team is dis¬ 
played m Gold 
Pieces. 


4. Number of MAGI 

Tne number of MAGI cur- 
renNy possessed by the team 
is displayed. 
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Sub-Screen 


Abilities 

The level nr Lhe Abilities for each memoer can be reviewed In 
addition to such basic data as name, category and t fP the levefe cf 
the fouT types of Ahiiilies {Strength. Defense Agility ane Manat are 
displayed The degree of growth and the items possessed by ihc 
members can be disp ayod as 



'. Strength "ft 11 s attests Ine power or eertair weapons. T no high¬ 
er lfie Strength value, the bigger damage i'. imfliofss on enemies 

2. Detense Th k is the A oil .Sy io protect orieself You can 
increase the va ue by wearing Armor 

3. Agility One with a higher value of this ability can Run easily, 
anc attack quickly. this affects tho power ot certain weapons 

4. Man a This affects the power cf most Spec al Skills. When lhe 
value of this ab iity goes up Lhe power of the attack Magic 
Books and Special Ski Fa increases. 
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Sub-Screen 


Itfms 

The items in toe Hem L £t can be util zed by any member r your team. 
They can ce obtained at no Item. Shop frem a treasure box rx r!ftg r 
The battle. A maximum of sixteen Herns car: be possessed You wil 
see or:ly e^ght at a time but you can see li e real by moving {($) jc 
and iJowTi “he figures ;o the righ: of the ilems indicaie the possible 
number of times they can tio used. (-) indi- 
□□ lea that the items can be used without limit. 

To Use 

Point i@; to the item io be used and 
press tha A Button once Designate 
who will use this item and press the A 
Rut I on again. 

To Change 

Point {@) to the item to be chan gee or 
*c the clonk space and then p'SSB the 
A Button. 

To Throw Away 

Porn l (@) to the item to be Thrown 
away ar c press the A Button once. 

Point [©) lo the Waste Easket at the 
bottom and press Lhe A Button aga r 
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Sub-Screen 


Equip 

Such terns as weapons and armor rnual ho equipped r order tr. 
use them Select the member. point () to the blank a Date and 
press me A Button. Scloc* the item to ho .jsad from the Iter-'' Lis! 
and press the A Button. The maximum number or terns that can be 
equipped by a Human is eight. 





Mutants can possess up tc c gni he mss 
oqu p themselves. The Spec al 
Skills, being different from Lhe 
Hems can restore their power 
when laying al the Inn A Sk II 
Item, such as Punch, does not 
lose its value when equipped by 
Rnhols and it will not ce restored 
atthelrr either. 


a r i d at; i I . ies. Mor is I er s ca r i 
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Sub-Screen 


MAGI 

MAG , hemp separated from me Items, do not appear n Lhe Item 
I ist the acquired MAGI oar be displayed cquippeo and used py 
this command. Whc-r a member s equipped with a MAGI, they give 
cist net:vo power to the member There am two types of MAGI. T be 
H i^ : type o" MAG becomes effective when hqy gre used tc equip 
me members “ho second type o f MAGI becomes effect vo when 
they are used by the members. Each of thee has a specific name 
a no exerts drsiindi've powe r when use d 


Equipping with MAGI 

Point i@ to Use and press the A 
Button. Select 'Me MAGI you wart to use 
and press lhe A Button When you have 
finished, press the B Button 3 times to 
return to where you were 

The Use of MAGI 

Point to Use and press the A 
Button Select die MAGI you want lo 
use and prss^ no A Burton When you 
have finishes press the E Button three 
times to reinrn to where you were 
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Sub-Screen 



Memo 


This 5 a useful function mat automatically record £ important 
messages acqu res during the game. Such messages are 
organized and stored according to the categories. As you proceed 
wi-h the game, toe number of messages wil increase On the 
screen three categories are displayed The othe r categories can be 
displayed by moving (@) up anc down. Point (@J to the category 
you warn \o check and press the 
A Button. You can read oihe r 
messages in the category by 
moving (@. horizontally. When you 
have finished reading press tne B 
Button to ml urn to the previous 
screen 
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Sub-Screen 


If you use this command during 
the game you can save the data 
of the game up to this point. You 
can record and store up ic three 
sets o' such data Point (g?) to the 
section you want to store the data 
in and press tne A Button. (Pressing ;hc B Button parcels the 
action ) The number n the ower left corner is called the Save 
Counter rind displays the number of times you have saved -such 
data. Please be reminded that recording th s new data ovc r mo 
previous do la will result in the removal of the previous data 


Save 
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• Prism 


this is a k ns o : MAGI you car 


use without equipping it. i: tells 

f wfil^ 

you how many more MAGI | 

remains in the world where you i 


are it there is nr:- more MAGI 

\mFWf % 

left you can proceed to the 
next world. 
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The Screen of Alter Order 


f The Screen ol Alter Order— 


during the game. except in the n-Htl-e screen if you prtjsa ‘he 
S0Srsr:l'Button hie screen beow w II be displayed. At this trme you 
can change li e pcs.tinns ot the members except tor the Non- 
Playing Characters n your lean 



NPC 


Max HP 

Present HP 


|f NPCs are included in your 
group they arc rndicatec at the 
bottom ot the screen The r 
positions, however. can t be 
chang or J. 
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CtaiNqiNiq PosirioNS 

Two of your members positions 
can be exchanged at a time Freest 
the Select □uttor and display [he 
screen of Alter Order For changing 
positions. Point (@) to a member 
and press Ihe A But-.or" Select 
another member rind press the A 
Button The positions of me iwo 
members will be exchanged I he 
members in front wi be attacked 
firsl, so keep the weak members 
Dehind where I hey will be protected. 
In the earlier stages of Tie game, 
you will probably want to position tnc 
ones with relatively high defense 
capability in from. If you press this E 
d.j-lor’ you can return to tne Game 
Sc r een 


The Screen of After Order 


Altar 

Or liesr 
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Tfie Items to Be Used in Batttes 


[The Items to he Used in Battles-) 


TIhe Weapons 

Weapons are items thal can ne used 
only tor fighting Some weapons increase 
your power after being J3«b often And 
thn rest ot thorn are not effective at a. 
until your abilities reach a certain level, 
lhere is a wide range ot weapons such 
as a hammer, a sword ancl firearms, 
’here arc also Skill Items, like Punch and 
Kick, that you can utilise without 
possessing a Weapon The use of seme 
terns affect Strength. Agility and Marta 
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The (terns to Be Used in Battles 


Tht Armor 

Thnre s Armor such as armor, 
helTTiolSj beds and shields All dF 
them, exccp" the si" eld, can bt: 
wen tu decrease pnasib'-e damage. 
Two or more armor ot too same 
kind cen t bo worn except by 
Robots Sii elds, when ueed m 
battle, help protect your members 

How 10 Gei tIhejvi 

Weapons and Armor are sold at Hie 
Weapon Shops and the Item Shops 
in towns. You may tmd them nfi 
behind aflef the battles Powerful 
itemn may be found in a treasure box 
located in p aces like a cave. 

OlttER llEMS 

lhn Recovering Hems "-y be 
used during this battle. Tfie other items 
do nnt produce ary effects when 
tney are used during the oaitlc. 
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Troubles During the Battle 


f Troubles During the Battle- ) 


Spec u : attacks by the enemy may 
cause various troubles during the battle. 
There are S:gnt of them end some 
troubles turn back to torme r status arter 
the battle but the others don't 



B Lin rin es* 

You lose your sight and have 
ditf : cully in attacking. 

The Curse 

You are unable to move due to 
Lhe power of the Curse. 

Steep 

You are asleep and can't do 
anything. 

ParaK'ze 

Your body is numb ar-d you 
can't control your body. 


Stone 

You becomes a stone and can't 
move. 

Poison 

When you receive Poison, HP 
will decreas e each tu rn. _ 

Confused 

You are confused and unable 
to d sting uislotrierd • T, - |V ’ : foe- 

Stunned 

If you SpHe al of your HP, you 
will be stunned. 
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Magic Spelts 



Magic Spells 


The Magic Soells arc sold at the Weapon 
Shops n towns. There are three types uf 
Magic Speils, anp some o- ;nerr are mo r o 
powertu t r an the Special Ski'ls acqo red 
anti used by :nn Mutants and Monsters. 

OfftNsivE IVlAqic SpElls 

T-iis type of Magic Spell damage 1 ; the enemy So?rre atfect only 
.;;ne g T o jt: o' Monsters while the others affect all of the enemies 

Recover^ MAqic SpElls 

Recovering Mag c Spells restore you r HP. “hese Spoils for 
Recovering Magic are more powerful than the Recovering Items 

NohkCoiwbATivF MAqic SpElls 

This type of Magic Spell slops the moves of enemies, without 
ac- Ja ! y damaging them, oy making :nem go to sleep and chang r g 
them into rocks I ms lyce of mng-c iE quits eTect vo when . s used 
to supplement the main attack 
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The $lems 


f The Items: — ] 

Each Item has a distinctive effect as to restore HP and remove 
Poison. Items are indispensable during your travels, so make sure 
you have thorn at all t mes. 


TIhe RftovTmNq Items: 




These ItMTis car be used whenever you want and all of them are 
sold a I the Item Shops, 

ftCurc Restores HR 
ft X-Curo Restores HP More powerful 
lhan ftCure. 

ftCurse Removes the Curse that 

been p aced by Tie enemies, 
a Sett firings stone membe rs back to 


life. 


^Elixir Cures any anomalies completely, 
ft Eye Drops : 

When blino it restores eyesight. 
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The items 


ITf Status Items: 

Tnese Items improve your Abilities. You can't buy them at the Item 
Shops. _ 

ft Power : Raises Strength value by three 
ft Speed : Raises Agility value by three. W 
w Rci-cdy Renege; the potonlial HP up lo I he Of f 
maximum of forty. ■£* V 

ft Wag c Raises Mansi value by throe. 


Tkp Ot^er Items: 



i he Door: Allows you to select any of the worlds you have been to 
and transport you Itioro instantly. 

The Tent ■ A portable house that can be folded Sleeping in it 
- lows el ue members to completely restore their HP arid Ahi'it os 
lu :he r maximum level, 

























Special Skills 


f Qnopial Cliillo 


uPuLldl oKJIIS 



Mutanls and Monsters possess 
Special Ski I s Loc ated next to 
some 3ki s you may find (o) and 
(k) They were not possessed 
abhdes unto themselves but they 
indies'o the sIrony and weak 
points of defense for the character 

OffENsivE Skills 



Monsters and Mutants util ze 
various 5 k s to attack enemies 
Monster may use weapons and 
pa 1 is of the body like Mai and 
Horns Some of their Skills, like 
a Hacking two times a turn a p e 
unique and destructive. When 
Monsters transform themselves 
they begin to use different Skills. 
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Special Skills 


RFcovFRiNq Skills 

Tnsse skills restore HP and car pe 
used during the battle like the 
Recovering Items 


DEfENsivF Skills 



Some of those skills are usee tor 
protection end have the function of 
a Shield. Another effect would be 
to defect the magic back to the 
enemy The ethers reduce the 
power and speed of the enem ea 
and help you at-ack them as well 
as to protect you 
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NoN'CoivibATivE Skills 

Those type of skiils stop the 
enemies movemenl without ac- 
■ja ly damaging them and allows 
you to carry on I he battle more 
effectively. 
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Special Skills 


Use of SpEciAl Skills 

The Special Skills acquired by 
Mutants may sometimes be replaced 
by another Skill. They can keep 
oighl Lems of which a maximum of 
four Special Skills that can bo 
acquired. It they acqu re a new Ski I, 
whort iheir capacity is Ful me last 
Ski an the list wil be replaced. 1 tie 
least useful one, thereFore, should 
be placed ai the end oF the i«st. 


AFter Transformation 

When Monsters transform them¬ 
selves into olFier Monsters, they 
will 
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Home Town 



Home Town 



"re gam a starts with a view or a town where your nouse is located. 
You have decided to go to look for your father who left the town to 
loo* tor MAGI After saying good-bye to your mother and Mr. you 
leave fo* an exciting adventure with three of your fr ends. 
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Home Town 


Making Companions 

While you are saying good-bye to M;. S .it 
school, sim ot your friends corns oyer and 
ask you lo pin, It's now up to you to oh<x 3 se ’.tie 
three members from the screen that w ll appear 
before you Human, Mutant Robot and 
Monster arc specific^' y r ecommend.ed 
Together ‘nose distinctive characters ^ake up 
a balanced team ana their unique cha'ac- 
teristica arc very enjoyable- in the game 

Speaking with the Townspeople 

When you have formed a you are roady 
:o leave school If you bump into people on :he 
street, press ihc A Button This will allow you to 
ta;k with these people You can also go into 
houses by go ng through the door? Your 
friend's parents are there and :hey all say 
good-bye 1o you. Now it's time to have a chat 
w th everybody in the :own When you go to 
ether towns, it's a good dea to ta k to these new 
pecplo as wel They wi I provide important 
informal on to help you proceed w.the game 
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Home Town 


Mr. S. Joins the Team 


You can leave the town by walking towards 
the rignt es tie of the town Then Mr. S, who 
gets worried about you. shows up and joins 
the group becoming the first NPC. His Fire 
will boa I the enem es wilt- one blow and his 
Cure will he a you and your fr end s 
wounds He s the first powed n member 
whom ycu come =nto contact wrthm the 
adventure. 




• NPC 

NFCs are people who will assist you 
ard your friends. During ihe battles 
with the enemies, you wrtl have to 
decide or. Ineir specific actions it 
you press the B Button in Ihe tieid. 
they will adv:ue you on where to go 
or what to do. NPCs wil leave Lfte 
group when tiieir own objectives are 
achieved 
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Home Town 


Once out of Town, It's a Battlefield 


You must now eave the town ana 
ors the world. Firsi els walk town re 
u cave located n the north. You T -ay, 
however, encounter enemies before you 
reach ihe cave. The screen will I hen 
change and ihe enemy that you have 
encountered will suddenly appear. You 
r eeo to fight Iheae enem.es. 
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Fight or Run 


When the screen -evea s the battle screen you must select cither 
Fight or Run. Normally you should choose Fight. When you win 
you w" I g et some me ney n r you r H " J ma y i no rease Bi. : I tie er ■ en -v 
appears too tough to fight dr if there are too many of thorn at once 
then select Run Also, Run would be a 
better cho ce r your team's if ton 
low. If you Run successfully, you car 
got out of the sneak hi unharmed if 
your Run is not successful, you wil be 
defense ess aga nst the unrelenting 
attacks of your enemies. 
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Home Town 






Battle 

When you choose Lo fight, you had be Her 
assess the number of enemies or the 
screen II there are marry of them, you 
should take advantage of your different 
tea' - '- membe-s 1 characteristics and select 
various weapons. This will enable you to 
universally attack all of the enemies 
inslead of jus I a Li a eking a single enemy. 
The sooner you beat Ihem, the less 
damage you will suFFer When many 
enemies show up, iry lo selecl Mulanl s nr 
Ba by-□ 's F amn This rshou d sign % gntly 
harm qr damage n of your enemies. At 
this point you may wont to use Mr S's Fire 
since Its power 3 so strong that it win I 
defeat most of the enemies in ore shot. 
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Home Town 


After the Battle 

f you win you will get some money and 
sometimes Humans and Mutants get stronger 
as :"e r power is increased Sometimes 
you may tmd the eriEimy's meat left behind 
f your Moris I er oats the meat. : : may trans¬ 
form him When he eats a strong Monster's 
meat, hs may change into a stronger 
Monster 


The Entrance into the Cave 

There is an entrance to a cave lu “he north 
of Home Town. You must go through this 
cave in order to advance n your journey 
Let's go in At this point the screen changes 
and you arc now inside the cave Since 
I here is only one road in I tie cave you do 
iO J nave to worry about getting lost 
Cent rue on rto the cave. 
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The Cave of North 



The Cave of North 



This is the cave where you and your friends enjoy thei r first 
adventure. There are seeps inside the cave as we I lake an 
enjoyebe walk up these steps. Tne enemies which appea r here 
can be eani ly deFea^ed with Mr. S's Firs. 
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The Cave of North 


Opening a Treasure Box 

A treasure box in located ncide th s 
cave. Stand in front of -ho ho:-, and push 
tho A Button Th ; K wHI a low you In get 
what's mside If you find treasure boxes 
in lho other caves, stand n from nr ther- 
and oress tne A Button You will gel 
things from them ns well. They w II be necessary as you continue 
your Journey. 



The Monster at the Exit 


here $ a Monster calec BabyWyrm standing at the exit ot the cave 
diiu block pg .he way. If you speak to n m, Ik; w i| ask you to give 
nim your MAGI You wifi er e up " ghtirg with him He can t:■ n 
defeated with one blow of Mr S's = ir C Atter you win the exit is 
open for passage. When you come out of ihc cave, you w pari 
frorri Mr S He needs to stay there to keep tne monsters away from 
the town. 
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First Town 



3 

i 

First Town 




The Hirst I own Is located at your right 
aft-? r you have gone through the Cave ot 
North There is a Weapon Shop, an Item 
Shop, an Inn and a Cafe in this viwn. You 
can ouy powerful weapons and various 
instruments at these shops 
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First Town 


Collecting Information in Town 

When cn;erj n g ih Q town go In the people 
watk-r.g arourd and Laik with them by 
presi rig iho A Butter. Here they w i tell 
you where to find I he Shrine of isis which 
will cc your next destination. You w also 
near about rm enemy called Ashura no try 
isien to everyone n the (own for moor- 
tant information. 


Memo Function 

rou can hear a sorts ot information m the town Particularly 
mporlant information can ce memonzeof in this game through 
vie .se o' Ihc Memo function During ihr- game, except when 
engaged n a battle, pres* the Star! 

Button and select Memo When you 
cheese your category and press the A 
RLitton, you can recall a the important 
ntonmation that has bean creeled so 
far. So check Memo if you are nol 
sure. 
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First Town 


Go to the Ion when your HP Decreases 


When HI- 3 is low, go to the Inn which is loco Led in Ihe rignt ot this 
town. Speak I a he person rede and pay ihe money squired and 
then you can s-a y [here, Your HP wi * I hen be completely 
replenished. 



• What You Can Recover in the Inn 

It's not just HP that you can nccover by slaying a I die inr 
Mutants Special Abilities as well as Monster's. RobcYs 
weapon wil recover to its eng nnl level. Try to stay a I Lhe hin 
r ihe 'weapons and Scecia AbMity levels arc low even r your 
I P is not low 
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First Town 


Go to the Cafe 

All sorts of people yalher in me Cafe ana ji times you ^ay hear very 
important infcrrnatici. A1 Ihe:- counter, they will o'fer you refreshments 
though you can't have refreshments at - he Cafe in tne First Town. 



Attention! 


Although the Cafe in tho First Town w i! 
re. se I you refreshments Cafes n 
other towns wil Some of the people in 
the Ca^e w II le ' you very important 
information at I hat time. Sc it's cest to 
have refreshments whenever you po to 
the Care. 
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First Town 


Earning Money 

Before coming to this town, Mr S loft you and yajr fr,ends. Up to 
tfi is point Ihe enemies cduI it he defeated quite easily, thanks to M? 
S's g r ei±: help, but nul any more Now walk amend the town and 
keep f gtiting with your enemiei: When □ yrxnd deg of HP is- os: 
through the oat lie. come buck ir: Ihe town nr d stay a: the Inn By 
repeating this tor a while you can earn some money, ana both 
Human a no Mu I ant will increase their power ard become rr,o r e 
powerful. 

Buying New Weapons and Items 

W w en you earn money ny defeating the enemies, go to the Weapon 
Shop and Ihe item Snop to buy things. The bu laing on the 
left side of the town with the sign of a sword is the Weapon Shop 
The more expensive the weapon, the more powerful il wil bo Buy 
expensive ones. The Item Shop is located n ihe center of the town 
and it is Identified by a sign win a picture of a pet. Hero you can 
buy defensive instruments and HP restorer?;. The iOurc is the bes: 
item to buy. 
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First Town 


Equip 

After you buy new weapons and 
instruments, cress the Start Button, 
select Equip and choose 'he 
person you wish tea equ e Then 
select :he hem you want and place 
it where you want to be equipped 
While doing this, unload :hc 

weapon which has beer used a great deni It tee usage counter 
reaches its'* dur r:.g tne fight, you will be unable to altack. Ateo. 
ssr.ee yw cannot use wenpons/halruments unfess equipped, you 
shoiild equip yourself with them as soon as you buy them. NJow 
Ihnt you arc morn powerFu . equipped with strong weapons, 
instruments and tools, you are ready to go fa*- out o* town f 0 r 
another adventure 
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First Town 


Stun and Perish 

When a character's HP comes down to 
zero during a right ho is S r .unnsd. Once 
Stunned, Me cannot do anything during the 
battle When the bathe is over, however, 
the Stunned person regains conscious¬ 
ness, but the HP count is only one. HP our 
be recovered using the Recovering Items. 
If a the members HP r eaches zero during 
the bathe. you are now in a state of Perish. 
You then visit Odin who wil ask you it you 
wish to fight again. If you choose YES you 
can start with the previous fight again. In 
this station it is advisable to select Run 
and advance forward once you have 
recovered your HP f you choose NO. you 
will go back to the 
title screen 
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First Town 


Recover with the - Cure 


While il is important to buy strong weapons 
In order no J to oerisn [he early L is also 
importaril -o recover HP using ^Cux- while 
walking through the world. When HP goes 
down df:ar the battle go lo a nearby town 


and stay at the Inn It there is no town 
nearby, however, you should use W 
Cure SCuro costs fifty GF oaon and s 
sold at the Item Shop One Cure can be 
used four ti^es Sc if you plan to go far out 
of town, you should buy as many sCures 
as possible ’here is a Magic See lor 
Cum?, too, and it s so a at the Item Shop in 
the Second Town ahead though it costs 
sixty-eight-hundred GF, which s quite 
expensive, it will bo 
qij:te helpful if you 
have it with you 
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The Shrine of Isis 



The Shrine of Isis 



The urge bunding located west of 
Ihe First Town s the Shrine of la a. 
Deep rieide and upstairs is Ki, 
who has tr-e oower :to heal wounds. 
She can rejuvenate your team's 
HP. 
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The Shrine of Isis 


Talking with People in the 
Shrine 

There a^e a lot at people who nave come -a 
see Ki. Talk to them, and they will I el I you 
about Ashura and Ki's power iq hog I 
wounds. The sta rs at me far end a no in the 
center of the Shrine wi« loan you upstairs, 
where you nan also hear about the next 
world you will visit 


Meeting Ki 




Talk to Ki up$ta re. She will restore your HP and give you important 
informal ion about the MAGI. Also, you can learn about your father 
from her. Accordng to Ki, MAG are in re Relics oF the ancient gods 
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The Relics of the ancient gods 



The Relics of the ancient gods 



&P&&! '-Pi- 

N't 


The Relics c-f lhe ancient gods are located 
r the forest r the sooth of [he Shrine or 
Isis, it you have abta ned information 
from K confirm ls Gcalon once again 
by us ng Memo ■[ you Fnflow the 
instructions, you will gel 1o Iho Relics, 
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The Relics of the ancient gods 



Thn Rohes consist of three basement 
floors Go down into the rooms on each 
floor and look into the treasure boxes 
locateo in the rooms. Some of Lne boxes 
have useful Items rs-oo but some are empty. 
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The Relics of the indent gods 


The Guardians Take Away the MAGI 

When you gn inside the room at the tar side oF the third basement 
tloor. the Guardians take the MAG away and the boxes Soft behind 
are found to be empty When you chase after and follow them into 
the next room, they will leave through the exit .Alter you 30 to the 
room on volt rignl 300 check the inside of trie -n-asu r e boxes, go 
back to the ex ' and nave 




Ashura's Men 



When you get 00 side 'hrough the exit, you will find the Guardians 
lying Ihere. I isfen to what they have to say, and you will know lhal 


the MAGI they 
brought out has 
bee-1 :aken away by 
Ashura's men So. 
go back lo the 
Shorn of (317 
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The Relics of the ancient gods 


Kl Joins the Party 

When you go back to the Shrine o f 'sis 
and talk with Ki. she w 1 decide to fight 
together with the party to ore tec- this 
world from Ashura. Then Ki joins the 
party It’s now lime to go toward the 
second town siluatod to the norm of the 
Shrine 



• Ki as NPC 

Ki s ; ulSy equipped with Bronze armor. 
W th he r Magic Spe s of Thunder and 
Cure, she wil oe of great hep to the 
party Her use of Thunder, when 
attacking, s so strong that nnos: of the 
enemies wifi be defeated with |ust one 
blow Tne adventure w< I become 
easier from new on. now that Ki has 
joined. 
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The Second Town 



The Second Town 




The Weapon Shop and the Item Shop in 
this town so more powertu tilings than 
those in the First Sown They ore much 
more expensive however, you should 
p!ar to earn 01 good deni of money around 
the Iown. This way you will be prepared 
and able lo buy them when the time 
corses 
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Ashura’s Base 



m 

Ashura’s Base 




Walk along the narrow palh surrounded by 
mounlaiRR in the north of the Second Town 
ard you w II find A shura's Ease Because 
there are no treasure boxes on mo fi r st ano 
second floor, go straight ahead On [he 
third floor, however there is a box to the 
left o' the large room Don’t mss it 
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Ashura's Base 





There i£ a treasure cox in the corner of :he roarr. located or no loft 
dice cr the fojrtn foor There is anothe' one n the micdle of the 
Inrye room on the tittn floor, In the re nr room on the f hth floor s the 
Boss of this Base. 
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Ashura 's Base 


If You Touch Anybody, 
a Battle Starts 

People wa k rg nsae of this Base are all 
eree'ies. If you touch any bendy ho r e. a 
battle ml creak out. So, you need to walk 
whale avoiding people as much as 
poasrblo. Even if you don 1 touch thee 
you may still encounter an enemy, Sc- be 
cautious when you advance. 

Rhino Protects the Base 



In the rear roo^ on the fifth floor resides Rhino, who se so powerful 
that he can make you Taint with just one blow. In this situation 
should attack with her Thunder ard ihe others with I heir Special 
Abilities or stranger weapons. When you defea: Rhino this Base 
starts ic collaose. Chock :hc treasure box in the -ear room and then 
get out as fas: as you oar 
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7b the Next World 


8 To the Next World 


The Pillar of Sky 

Now that Ash ura's Base oas cclapsed, 
you can go into [ho P filar of Sky. Hero 
you have to leave Ki. You can ju rT, p nto 
tng Celestial World from the P.lla r of Sky. 



|The Celestial World 

The Celestial World i? ImKed with a I the 
worlds by len R f ars of S*y. ■ 1 his ti^e. 
let's go and sen another f 1 lar of Sky 
situated r the easl f you enter the Pillar 
or Sky, you will bo ab;e to go to the next 
world. 




■ 
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To the Next World 


From the Celestial World to the Next World 


When you have finished what you are 
expected to do in ano word climb the 
Pillar of Sky In got to the Celestial 'World. 
You can [non move to another world 
through another Pillar of Sky Thus you 
can move to ien different worlds anc enjoy 
many adventures. 




Caution! 


Wb .e the Celestial World ra linked 
with all ihe worlds, some pillars 
cannot be entered into without MAGI. 
So you must collect more MAGI in 
order lo visit the many worlds aheac 
Now there's no choice but to go to 
Ash urn's World. 
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| Ashura's World 


The World of Desert 

This o the world where Ashura ! ves Most oHhis 
wo^ld is desert Ri9h■_ after you got out of the 
Pillar o + Sky you II son a desert town wnere you 
iif ou ;i buy weapons and instrun enls In the 
Cere you can collect information about Ashura's 
Tower where Asnurg lives lr the town of deserl 
your enemies will appear inside the town just 
li*e cuts de of it, and you II end up fighting them. 

Beyond the Desert 

There are sandstorms n Ihc desert ard you 
may be blown off course by the siorm and 
unable to walk as you wish, You should use 
cactus as landmarks when you walri. As you 
go farther into the desert, Ashura s Town and 
Ashura's Tower wil come mto view Before you 
climb As hum's Tower, step by a: Ashura s Town 
to buy weapons and =:e~s ard to get information about Ashura's 
Tower. The sandstorm makes it difficu t Id see the surroundings of 
Ashura's Town 
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A&ftura's World 


Ashura's Tower 

Ashura's Tower has ton floors 
alfogornqr, larger than any building 
we have soon so far 'nsids, 
however, I is not so complex 


ST 



To the Top Floor with the Mask Man 

On the fiflh floor the Mask Man has been caplured. When you ge- 
him out of the prison, ne wil join your party. Though ho is not armed 
a 1 alt. his belongings can be found on the sixtn floor, Even though 
he does nol possess any Mag 0 Spe=is his power is. strong. Since 
all the weapons and items inside me treasure- ooxos here are very 
powerful be sere to lake I hem along wm you Ashura can be tound 
on the tenth floor 
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The Gfants' World 


Cl 


The Giants’ World 


Because Asliura’a Men have entered Ki's 
body K. falls dowr I he only way save 
Ki is h::> make you ard your members small 
and then go inside Ki s body lo do this, 
you nave to move on to the Third World, 
i.e fho G anfs Wor-d. 



Giants 1 Town 

There is Giants' Town n Giant's World, 
arid therb you car find * Micron that w i 
reduce the size of your body. In order to 
get nlo the G arts' Town you wi have to 
oolbcl ^formation n the I' own ot : bird 
World. Listen to what the town people 
have to say and colled in for rnat on from 
thorn n the Cate.'in the Giants “own gel 
the Micron that reduces body size and 
you re now T eady 3o venture inside of Ki's 
body. 
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